The development was carried out aimed at finding out the feasibility of comic learning media in viral material for high school students of class X This research is a Research and Development study using a 4-D model (Define, Design, Develop, and Disseminate) limited to the Develop stage. The data taken from this study is based on the validation of material experts, media experts, linguists, and readability tests. The results of the validation by the expert team get an average score of 84.64% with proper information. Student readability test results are 90% high category with very decent information. According to the results outlined in the comic learning media, it is worthy of being used as a learning media for viral material.
students are able to understand a material. Sudjana and Rivai (2011) say that in the presence of learning media, the learning process will attract students' attention, thus improving student learning outcomes. Learning media include tools physically used to convey the contents of learning materials such as books, tape recorders, tapes, videos, cameras, films, slides, pictures, graphics, television, and computers.
The first step taken before the development of the media, namely observing the characteristics of students and material that is considered difficult by students. Observations were made by giving open questionnaires to 80 students in 4 schools. As many as 73.7% of students stated material in biology subjects that were difficult to understand, namely viruses. As many as 93.7% of students are interested if the teacher uses learning media as a support for understanding the material. Students are very interested and enthusiastic more actively, better understanding learning by using media. Students say that the desired learning media is media that is considered to facilitate students to understand the material, students tend to prefer and quickly understand learning media such as images.
Learning by looking at images makes it easy for students to understand and remember messages or information. Students are easier to remember things that have been seen by the eye than just hearing an explanation from the teacher without help from the picture. One way to overcome this is by presenting pictorial media that are presented in language in the classroom. Media comics is a book containing illustrated stories, the age of children so that adolescents tend to be more fond of reading comic stories than reading subject books. This is because comics have interesting images and contain stories. It is hoped that with the comic-based learning media developed in this study, later it can help students understand viral material easily. (2014), Jariah (2017), the results of the two studies said that comic media is worthy of being used as a learning media.
These results indicate that the media developed is effectively used in the learning process. The purpose of the research was to find out the media feasibility of comic learning in virus material for class X high school.
RESEARC METHODS
The design of this study is research and development (Research and Development). The approach used is a qualitative approach and a quantitative approach. Quantitative data in the form of assessment scores The procedure of the study begins with the define stage, carried out to determine the needs in the field and the products needed by conducting a front end analysis, analysis of student characteristics, task analysis, concept analysis, and determinant learning objectives. The second stage is design, which is done by compiling tests, compiling the media, compiling the format, the initial design of the product. The third stage is development, this stage is a process to produce a product that is feasible to use through validation by a team of experts Products that have been declared feasible by the expert team can be used for product testing. Product testing is done by readability, teacher response, and student response. The research instrument used was a questionnaire validation sheet by a team of experts, and student readability questionnaires, teacher responses, and student responses.
The data analysis technique used in this study is qualitative data analysis JOSAR, Vol. 
RESULTS AND DISCUSSION
The define stage is carried out to find out the front end analysis, analysis of student characteristics, task analysis, concept analysis, and determinant learning objectives. The analysis was carried out as the basis for developing media products that were in accordance with the needs.
The front end analysis is conducted to find out the curriculum applied in the school. curriculum that has been applied in schools, namely the 2013 curriculum. The results of student analysis show that the characteristics of students. Task analysis is adjusted to KI and KD. Formulation of learning objectives to establish the basis needed in the development of learning media. Development of learning media must be in accordance with the basic competencies achieved by students. Based on these basic competencies indicators and learning objectives will be formulated. The development stage is the development stage that produces products, namely biological comics. The media of biology comics has been validated by material experts, media experts, linguists, and student readability tests. Expert assessment of comic-shaped learning media aims to determine the feasibility of learning media for class X high school students. The results of material expert validation can be seen in Table 3 . The assessment of material experts is 81.7%, so comic learning media in terms of material aspects are suitable to be used as media. The material in the comic media is complete and in accordance with the media.
The storyline in the media is in accordance with the level of difficulty in the material. The material in comic media is also presented with applications in everyday life, making it easier for students to understand material. The second assessment was carried out by 3 media experts. It can be seen in there is an illustration of the storyline that fits the material. Illustrations in this media are very important to support the attractiveness of media loading, to attract students' attention. The third assessment was carried out by 3 linguists as can be seen in Table 5 . can be seen in Table 6 . Media In Nervous System Materials In High School" resulting in decent media products with scores of material experts 92.6%, experts media 86.6%, and teacher perceptions 85.5% with good interpretations.
CONCLUSIONS
Based on the development research that has been carried out by material experts, media experts and linguists get an average score of 84.64%, the teacher response results are 92%, and student responses are 84.05%, so it can be concluded that comic learning media on the material the virus is suitable for use in Biology science learning class X high school.
